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Project Idea

| wanted to create an
application where the user
could enter a location and be
given the weather forecast of
the upcoming days and
therefore whether to wear
pants or shorts.
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Paris, France
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Mostly cloudy throughout the day.
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Created a simple user 7T posiotgn ranin the morin
interface (Ul) which SE sy 9,20 ‘
Contalned a " || Light rain throughout the dav.
TableViewController and
data from DarkSky API.
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[T Ppossible light rain in the afternoo...

APP Design | What to wear depending on

weather forecast
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Running iOS Code | XCODE
Creating the APP | Step by Step

(E 1. | made the basic template.

3. Found images. @,1__1 6. Use data to display either image.
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